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Introduction ; 


ith gold and the road to heaven 
's sai treets of London are paved wi 
Lipa Perhaps this book will help pave the way through 


Hell On Earth. It certainly beats paying for it. 


vers everything you need to know about 

| ee ee to i of course. For two solid weeks, day 
i pete | was forced to gorge myself on Doom II. Then PC Gamer stuck 
ia lets fingers down my throat and | threw up the content of this 
book. Given the time scale, the fact that | was fresh to this sequel, and 
help was not at hand, it shouldn't come as a surprise to learn | missed a 
few morsels along the way. At least, that's my excuse. If you can do better, 
show the other PC Gamer readers how big, hard, clever and grown-up 
you are by sharing your experience with them. 


Apart from this book, you now only need two things to see you 
through: skill and luck. To finish Doom II without cheating takes some 
perseverance. Bon appetit. 


A basic route through each level (including the two secret ones) is 
described (for the sake of this humble guide, we assume North is up). 
Note that the walkthroughs and level descriptions are for the intermediary 
skill level HURT ME PLENTY — the one most commonly played. Take it 
slow, at first, until you become familiar with the locations. Then go for it, 
hell for leather! 


The Doom II Ultimate Survival Guide isn't supposed to be used as a 
step-by-step walkthrough for you to follow — what would be the fun in 
that? It's intended as a reference; wherever you're stuck, whatever 
problem you may be having, you'll be able to look up your particular 
Situation in this book and find the answer, be it the way to the exit, the 
location of a much-needed key or whatever. Happy hunting... 


Gary Penn 
November 1994 
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Forward 
BASIC TIPS 


What can you say, other than: play and get used to the way it all feels. 
There's no best weapon as such; they each have plus and minus points. 


@ Try to ensure you can be attacked from as few sides as possible. 

@ Hugging comers to shoot around them often works well. 

@ Save your game frequently. If six slots aren't enough, copy the DSG 
files elsewhere or rename them and build up a Collection of positions. 

@ Use the < and > keys to side-step shots from Imps, Hell Knights et al. 


MAP KEY 


Note that the names of characters and objects are not always consistent 


between the manual and the game. These key references are in keeping 
with the game. 


MAJOR ELEMENTS 

A ARMOR MA MEGAARMOR 

AB ARMOR BONUS MK  MEDIKIT 

B BARREL MS MEGASPHERE 

BB BOX OF BULLETS Pi PARTIAL INVISIBILITY 

BD BLUEDOOR PR = PLASMA RIFLE 

BFG BFG 9000 R ROCKET — 

BK BLUE KEY CARD RD REDDOOR 

BP BACKPACK FULL OF RK RED KEY CARD 
AMMO RL ROCKET LAUNCHER 

BR BOX OF ROCKETS RS RADIATION SUIT 

BS  BOXOFSHELLS RSK RED SKULL KEY 

BSK BLUE SKULL KEY s SHOTGUN 

BZ BERSERK SC  SUPERCHARGE 

CG  CHAINGUN SD  SECRETDOOR 

CL CLIP SH SHELLS 

CM COMPUTER MAP SP = STIMPACK 

CS CHAINSAW SS SUPER SHOTGUN 

D DOOR T TRIGGER 

EC ENERGY CELL YD YELLOW DOOR 

HP = HEALTH POTION YK YELLOW KEY CARD 

; INVULNERABILITY YSK YELLOW SKULL KEY 
LIFT 

LAV = LIGHT AMPLIFICATION 
VISOR 


a 
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Level 1: Entryway 
E = Exit 
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Level 1: Entryway 


LEVEL 1: ENTRYWAY 


PAR 0:30 


Start Position 


You start facing North. Collect the Chainsaw from the alcove to your left, 
then return to your start position, shoot the Former Humans and move 
North, ready to kill the other Former Humans attracted by the fracas. Killed 
them? Good, now take the first right and turn right again to move South. 
Watch out for the Imps — especially the one trapped in the cage in the 
corner (on your left as you enter). The exit’s within easy reach. 

You want more? Switch 1 lowers the platforms occupied by the 
Former Humans — and removes Switch 2 from view, so throw Switch 2 
first to open the Secret Door shown. Switch 3 lowers the ‘lift’ - and 
brings a Former Human with it! Ride the lift and open the wall ahead, 
ready to blast the Imp lying in wait. Throw Switch 4 to open the wall 
shown and gain access to the ‘courtyard’ where a Shotgun and Shells are 
found (watch out for the Imps). Run off the ‘lift’ to land on Switch 5 and 
open the access to the Rocket Launcher. 


ee eee 
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Level 2: Underhalls 
E = Exit 
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Level 2: Underhalls 
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LEVEL 2: UNDERHALLS 


PAR 1:30 





Start Position 


You start facing South. Take out the Former Humans and open the door 
ahead (watch out: two Former Humans are waiting). Kill the trapped 
Former Human Sergeant in the cage on your left before opening the bars. 
Throw Switch 1 to remove the pillar indicated, then run to it. 

As you turn the corer, be ready to shoot a couple of Former 
Humans. And watch out for the Sergeant hiding with the Medikit. 

The Super Shotgun's ‘guarded’ by Former Humans and Sergeants — 
it's up to you if you want to get it. Be prepared to blast the Former 
Humans and Sergeants as the door opens. 

As you turn the comer at Q, beware: there’s a welcoming committee. 
Kill everyone (it's worth blasting the Sergeants in view through the 
windows) before moving on to collect the Red Key Card. How? To enter 
the ‘hut’ and climb the stairs, take a run through the window from X. 
Picking up the Red Key Card opens walls ‘outside’ and releases Imps 
and Demons. To the left of the Red Key Card, however, there’s a 
Secret Door: open it (and watch out for any Sergeants still alive). 

Take Teleporter A to return to your starting position (and be ready 
for a short shoot-out with a Sergeant or two). Go through the door ahead 
again, then shoot the Sergeant if you haven't already and open the Red 
Cage Door. Throw Switch 2 to remove the pillar indicated. You need a 
Blue Key Card to open the door leading to the exit, so go get it; make 
your way to R. There are Imps hiding down those two holes, so shoot any 
you can see before taking the left-hand hole down (watch out: it’s dark). 
Blast the barrels to kill some of the Imps. As you open the door, be 
prepared to blast anything still living. 

With the Blue Key Card in hand, go for the exit. 
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Level 3: The Gantlet 


LEVEL 3: THE GANTLET 


PAR 2:00 





Start Position 


You start facing East. Your first task is to get the Blue Key Card. Try to 
pick off Former Humans through the hole on your left before opening the 
door. Open the door; there are Imps below so kill them. Run across the — 
gap to reach the Mega Armor. Take the lift then take out the Imps, Former 
Commandos and Sergeants. Watch out for the Spectre in the pit where 
the Chaingun is found. 

Grab that Blue Key Card pronto — be warned: a Commando will 
appear on the column supporting the Rocket Launcher at A — then shoot 
as many Sergeants as possible through the gaps. 

Go through the Blue Door on your left (watch out for the 
Commando). Throw Switch 1 to raise the ‘bridge’ shown. Cross that 
bridge when you come to it and take Teleporter B. Go to the Pit and run 
on to the raised platform (to your left) to collect the Box of Bullets. Now, 


as soon as you land in the Pit, platform X will lower and Demons will be 


released. As soon as you collect the Red Key Card, platform Y will 


lower and more Demons (plus a couple of Spectres) will be released. 
| Throw Switch 2 to lower the lift shown then run on to it and make for the 


—————— 


exit - and be sharp about it. Oh, and watch out for the Demon behind the 
entrance to the exit! 
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Level 4: The Focus 


LEVEL 4: THE FOCUS 


PAR 2:00 





Start Position 


You start facing South West. This level's fairly dark. As you open the door, 
beware the Sergeants on your left, behind the moving shutter. Go to 
Switch 1 and throw it to lower the platform supporting the Blue Key 


_ Card. Now go get the Blue Key Card (Imps will attack, but you can 


ignore the Spectre to your right). 

Go back the way you came until you reach the Blue Door. Now, 
beware that as soon as the Blue Door opens, Imps will be upon you — 
and it’s very dark in there (but you can make out the Red Key Card 


_ ahead). Switch 2 (to your right as you enter) turns on the lights (just 


enough illumination to see you through). Don't throw Switch 3 - it tums 
the lights off! Kill all the Imps in the Storage Room before standing on the 
small box X to lower the platform shown (a crate). Now run on to 
Platform 1 and get the Red Key Card so you can open those two 
Red Doors near your starting position. 


Be warned: behind the Red Doors, Commandos are lying in wait; 


concentrate on killing the ones on your left as you enter. Get the Yellow 


_ Key Card then fall to the ground and make your way to Teleporter A. 


Throw Switch 4 to raise the ‘bridge’, take Teleporter B, then run 


_ Straight across the bridge and open the exit. Shit yourself when you 


discover a Demon hiding in the exit room, then kill it. 


ee 
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Level 5: The Waste Tunnels 


LEVEL 5: 
THE WASTE TUNNELS 


PAR 1:30 





Start Position 


You start facing South. Hey, there’s a Super Shotgun in easy reach! Imps 
are hiding below the lifts shown — and there are more of them in the area 
ahead (South), plus a few Commandos and Sergeants for good measure. 
Shoot them all through the windows then go up there and grab everything. 

Head East and take the lift up to enter the very dark area illuminated 
(very briefly) by flashing lights; watch out for the Imps. There’s another lift 
straight ahead: take it (and prepare to blast Former Humans, Sergeants 
and Commandos). Kill everything in the cages before going through the 
door shown and running right, around the corner, to the Red Key Card 

oeware of the Imps). As you move South, dispatch the Lost Souls. 

You could go for the Rocket Launcher, but you may find it wiser to 
run straight for the Red Door (an Imp's waiting behind it) and grab the 
Blue Key Card (stay away from the stairs behind you in case anything's 
followed you). Open the next Blue Door (West) and blast the Sergeants. 
Now go get the Yellow Key Card — but look out for the Imps guarding 
it, and mind the Cacodemons floating around (activated by the Trigger 
shown). Collecting the Yellow Key Card will raise a ‘bridge’ to the exit. 

Switch 1 lowers the door shown. Switeh 2 raises the door shown. 
Switch 3 opens the wall shown. Beware of the Imps behind the doors! 


ee nee eee 
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Level 6: The Crusher 
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Level 6: The Crusher 


LEVEL 6: THE CRUSHER 


PAR 2:30 





You start facing West, andit'sdark 
again... Kill all the Sergeants and Imps . 
(as if you need reminding) before 
moving on to the Big Lift. You could 
always activate the pillar X to lower it 
— and a Megasphere). Stand on the 
Big Lift and enjoy the ride down, Le 
Throw Switch 2 to activate the it Boca! 
crusher, squashing the Hell Knights on Start Position 
their platform. Activate the lift and ride to the top again. 

Run off the lift (South), through the gap, to land on the platform 
supporting the Blue Key Card. Sod Switch 1 for now (it lowers the 
platform shown, but there’s nothing over there worth the effort). Run off 
the platform and sail over the gunge to land near the lift. Take the lift back 
up and take out the Commandos and Sergeants waiting for you. Go 
through the Blue Door and kill the Sergeant. Throw Switch 3 to lower 
the lift shown, and kill the Imps (you may prefer to stand on the edge of 
the lift so as not to attract attention from the Imps). As the lift rises, shoot 
any Sergeants and Imps. Watch out for the Imps guarding the Red Door. 

Take the lift then throw Switch 4 to lower another lift to your left. 
Down you go... Open the door and shoot the Sergeant. Go up the steps 
ahead and let rip at the Commandos when the wall opens. Follow the 
steps around, shooting everything — especially the two Revenants hiding 
behind the wall which opens when you step on another trigger. 

Note that as soon as you step on to the platform to pick up the Red 
Key Card, it will lower and reveal a Lost Soul and a Spectre or two. Get 
the fur coat and go to the Red Door shown (note the Imps released from 
Y, which is now open). Open the Red Door to meet a Hell Knight and 
Commando. Tackle the Lost Souls and Sergeants, then open the door to 
enter the final room. 

Run round to Switch 5 and throw it to lower the platform supporting 
the Yellow Key Card. Watch out for the Sergeants, Imps, Demons and 
Commandos, some of whom will teleport to your locality. Enter 
Teleporter D. Throw Switch 6 to raise the bridge shown. Turn around 
and run to the exit, killing the Demon behind the door for good measure. 
Now wash your hands and change your pants. - 
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Level 7: Dead Simple 


LEVEL 7: DEAD SIMPLE 


PAR 2:00 





Start Position 


Oh boy... You start facing West, with a wall which lowers in front of you. 
The exit's the block in the centre of the level (the exit in the top left-hand 
corner is for Death Match purposes only, so I'm told). First, kill the four 
Mancubuses (Mancubi?). Actually, you might wish to leave the fourth until 
you have thrown the relevant switches to lower the platforms so you can 
grab the hardware (and you will need it). Use the walls for cover, and don't 
use up all the special items just yet. 

When the fourth Mancubus is dead, hold on to your hat: the walls X 
will fall and eight Arachnotrons will appear. Run around a lot and try to 
take on one Arachnotron at a time. Kill them all to raise a step to the exit. 
(Don't forget to collect any remaining items before you leave.) 
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Level 8: Tricks And Traps 
E = Exit 
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Level 8: Tricks And Traps 


LEVEL 8: 
TRICKS AND TRAPS 


PAR 2:00 





Start Position 


What fun. You start facing North East. Take the South-most door and run 
for one of the two Invulnerability spheres. You may have noticed on the 
way in that there’s a Cyberdemon lecturing a convention of Barons Of Hell 
on morality. Throw everything you have at them all (and use the other 
Invincibility sphere if you have to). 

Alternatively, save ammunition by opening the door and edging your 
way in until you can see the Cyberdemon — he will see you, but the 
Barons won't. The Cyberdemon will shoot at you — and hit the Barons, 
who retaliate. Leave them to fight it out (the door is locked behind you, by 
the way), but watch out: when the Cyberdemon's dead, the Barons will 
come for you (some of them may notice you beforehand - that's when you 
go for the Invulnerability). You could fire a shot into the room to stir up 
trouble, but there’s more chance of a Baron materialising in your locality. 

Get the Yellow Skull Key and throw Switch 1 to open the door. 
Go back to the Yellow Door at the start and open it. Go to the Red 
Skull Key (it's quiet in here, no?) and reverse into it. Why? Because the 
platforms are lowering and the Imps on top of them are about to rampage. 
One bout of total carnage later... Watch out for stragglers then throw 

(Continued on page 27...) 
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Level 8: Tricks And Traps 





E = Exit 





i 
26 DOOMII: The Ultimate Survival Guide 


Eo 


Level 8: Tricks And Traps 


(.. Continued from page 25) 


Switch 2 to raise the platform lowered when you walked in here. Go 
back to the start and open the Red Door. Walk through the entrance but 
do not enter the room (if you do fall in, run over the stepping stones for 
the exit, otherwise...). You should hear a click — that's a wall opening to 
uncover a Teleporter. Open the North-most door at the start and enter the 
Teleporter on your left (don't hang around, there are a fair few 
Cacodemons in the room) to appear in the exit. Shoot the Demon in the 
back and throw the switch... 

You may find you need hardware and ammunition, which means 
exploring other areas. Note in the North East room, you should kill the 
helpless Demons before picking up any items (whereupon the Demons are 
not so helpless). Throw Switches 3 and 4 to gain access to the area 
above (North). As soon as you tread on the step, a trigger cause walls Q 


_ and R to come down. Shoot the devil head (East) to open the wall and 
_ gain access to the BFG9000. Watch out for the Demons... 





: From the start, in the East room (nothing dangerous lurking here), shoot 


P 
; 
; 


the face at X to open the wall and gain access to Teleporter D. When . 
you appear in the remote room at the position shown, the Spectres can't 
get to you. Feel free to fall into the pit and activate the Secret Door. If 
you run into the room itself, don't bother shooting the faces Switches 5 
and 6 on the column - it releases Pain Elementals! 

Should you decide to join the Imp conference in the South East 
room, bear in mind that the only way out is to throw Switch 8 (when you 
head back to the exit, you are teleported). 

As soon as you near the Chainsaw in the West room, the wall ahead 
will fall and a Cyberdemon will appear. 
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Level 9: The Pit 


LEVEL 9: THE PIT 


PAR 4:30 





Start Position 


You start facing North, and are surrounded by gunge — and four lifts 
leading up. Take the one straight ahead and blow away all those Former 
Humans waiting up top. In fact, kill anything in view overlooking the pit. 
Head North, blasting the Imps and Sergeants. Throw Switch 1 to raise 
the floor shown. Lower the lift behind you then throw Switch 2 to open 
the wall to your right. Run from the lift to the platform 1, then run to the 
platform on your left (South East past Q). Run round the corner to activate 
the trigger Q and raise the wall surrounding Switch 3. Imps will have 
appeared, and you will undoubtedly experience some hostility from the 
occupants of the small castle surrounded by a gunge moat. 

Throw Switch 3 to raise the walls shown. More Imps will be 
released, along with a couple of Cacodemons for good measure. Run to 
Switch 4 and throw it to open the wall to your left. Eek! A Baron! (And 
some Imps to the West, guarding the Blue Key Card.) Run to the dead 
Baron's platform and throw Switch 5 to create some steps off this 
olatform. Now, stepping on this platform should trigger the platform 
supporting the Blue Key Card to fall then rise. When it rises, run for it 
it will fall). Watch out for hostility from the South! 

Now open the Blue Door and throw Switch 6 to raise the large 


(Continued on page 31...) 
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Level 9: The Pit : 
E = Exit ° N 
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Level 9: The Pit 


( Continued from page 29) 


wall behind you. Cross the blue light Z to create the steps up into the 
room. GO Up those steps. There are three switches here, one on each side 
of a triangular pillar. Each switch opens a door opposite, so throw Switch 
g and run through the open door. There's a pit below with three large 
platforms packed with Imps. Kill as many as possible before dropping 
down to collect the Radiation Suit. a 

Run to Switch 10 and throw it; as soon as it’s thrown, run for the 
platform. Throw Switch 12 to open the door out of here, then throw 
switch 11 to lower the platform shown. Run for it! (Watch out for the 
Demons.) Throw Switch 13 to lower the platform shown. Run for it! 

Go back to the Blue Key Card platform, get on it and run across 
the gap (South). Run back round to overlook the start and run to the 
platform on your right (South). Go through the Yellow Door. There's a 
Cacodemon and a Pain Elemental having a chat; let them have it. Ahead 
are Imps, Demons, Mancubuses and Spectres waiting. Run for the exit 
if you can! 

If you fancy a stab at getting the BFG... Good luck, there are all 
manner of monsters to kill first. Fall into the ‘moat’ to lower platform K. 
Activate the wall to gain access to the BFG, then run off quickly, over 


the moat, to ‘safety’. 
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Level 10: Refueling Base 
E = Exit N 
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Level 10: Refueling Base 


LEVEL 10: 
REFUELING BASE 


PAR 1:30 





Start Position 


You start facing East. Head East then South East for the Blue Key Card 
(it's round the back of that block and up some steps; the door should 
open automatically). Beware the Arachnotron and the Revenant (and the 
Demons if you use the trigger @ to open the walls shown). 

Take the secret door behind you and kill the Former Humans behind 
it. Follow the passage round, open the door (!) and go for the Yellow 
Key Card. Try not to attract too much attention from the Sergeants and 
- Commandos. And try not to shoot open too many doors (unless you fancy 
wasting ammunition on more Commandos). Throw Switch 1 to open the 

door then go back through the secret passage. 
Head for the secret door in the South East corner of this room; there 
are Imps and Arachnotrons lying in wait. Take the secret passage and run 
_ West, across the room, to open the door — and take out the Imps and 
Demons behind it. Go West, through the Yellow Door. As soon as you 
cross the trigger shown to open the Blue Door before the exit, a 
_ Cyberdemon appears. Get rid of him then run round the barrier to the exit. 
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Level 11: Circle Of Death 


LEVEL 11: 
CIRCLE OF DEATH 
(«O” OF DESTRUCTION!) 


PAR 3:30 








Start Position 


You start facing North. Head for the East entrance, blasting any-Sergeants 
and Commandos in the way. There are a couple of Cacodemons and an 
Arachnotron waiting to die, so make their day. Go for the Blue Key 
Card, and beware of the Arch Vile released to your right when you go for 
it. Go back out the way you came, shooting more Sergeants and 
Commandos along the way. 

Run round the gantry to the Blue Door opposite (West). Open it 
and blast the Sergeants and Baron Of Hell. Throw Switch 1 to raise the 
platform shown. Go to Switch 2 and throw it to raise the bridge shown 
(you will meet a few Spectres en route). Go back the way you came then 
go for the Red Key Card. 

Cross the bridge again then drop down to your left and run for the 
Red Door in the North West corner. Open it and kill the Sergeants, 
Commando and Spectre. Beware of the Baron to your left, behind bars, as 
you enter. The trigger raises the girders blocking your path (and provides 
access to the Secret Door). Shoot the Lost Souls and the Revenant 

(Continued on page 37...) 
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| Level 11: Circle Of Death 
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( Continued from page 35) 


above and straight ahead — or run round (dispose of any Demons) to get a 
better view. ’ 

Throw Switch 3 to lower the column — and drop the bridge barrier 
shown. A Pain Elemental is waiting for you. Kill it (go back for the 
invulnerability if need be) then drop down into the gunge and run for 
switch 4; throw it to lower the platform. 

Run over the gap to 3 and follow the path round. Prepare for a fight 
with Cacodemons and Pain Elementals. Drop down through the gap at G 
and kill all the Imps in the area. Now, go round to the lift on your left 
(North). Go up and ready yourself for the plan... When you throw 
‘switch 5, the lift lowers then raises — but only once. You have to get 
round there fast enough to catch the lift. Throw Switch 5 when the lift in 
‘your locality has just dropped, then go for it. Done that? Now throw 
Switch 6 to lower the bars blocking the exit - and hiding the 
Arachnotron. Kill it and leave. Phew! 
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Level 12: The Factory 


LEVEL 12: 
THE FACTORY 


PAR 2:30 


i 





Start Position 


»u start facing South West. Run round to the steps in the bottom South- 
/est corner (beware: Arachnotrons are on patrol). Alternatively, use the lift 
) access the East building and run through it, activating triggers to 

nleash hordes of Imps (or take it a trigger at a time). Go through the far 
vest door. Duel with the Mancubuses. 

Go get the Yellow Key Card (guarded by Commandos). Go get 
\e Blue Key Card, not forgetting to kill the Arachnotron guarding it. 
nter the room X through the Blue Door, and prepare to fall into a pit of 
ergeants. Take Teleporter B. 

Enter the building in the North-West corner (the switch opens the 
oor). Note that as you enter, you trigger the lifts dotted around the edge 
f the room... lifts bearing Cacodemons! Thrill thrill thrill to the kill kill kill. 

y the way: if you want to get out, you can't without a Red Key Card. 
vith the Cacodemons dead, throw the switches to open the wall leading 
) the exit (a teleporter). 


a 
9OOM II: The Ultimate Survival Guide 39 









Level 13: Downtown 


40 DOOM II: The Ultimate Survival Guide | 





Level 13: Downtown 


. 
LEVEL 13: DOWNTOWN 


PAR 2:30 





Start Position 


You start facing North, and there's an Arachnotron ahead (inside a 
building). Follow the big arrow (watch out for the Revenant in the 
distance), up the steps and through the door. Run for the passage in the 
North West corner (you can pause to blast the Imps and Demons), then 
drop down and follow it round. Take the lift up and blast the Imps. Fall 
down into the next passage and follow that. Open the door and then 
shoot the Mancubus. 
~ Get the Blue Key Card then take Teleporter C. Follow the arrow 
again, up the steps, down into the first passage and through to the room 
where Teleporter A is waiting. Take it. Go round to the Blue Door 
(provided you can get past the Revenants; perhaps you should have killed 
: them beforehand) and open it. Blast the Lost Souls then take Teleporter 
_ E. Blast the Imps, and watch out for the Arachnotron in the distance (if 
you left it alive). The walls around you will drop, so drop yourself and run 
' to the building in the South East comer of the map. 
) Open the Red Door and blast the Imps on the platforms. Call the 
_ big lift and blast the Imps it brings down. Take the lift to the top, then walk 
_ orrun on to the platform supporting the Yellow Key Card. Now run to 
the exit (beware of Imps running around the wall above you; and there are 
_ acouple of Arachnotrons on the loose by this stage)! 
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Level 14: The Inmost Dens 


LEVEL 14: 
THE INMOST DENS 


PAR 2:30 






Start Position 


You start facing East. Head East, for the building in the centre (with the 
Chaingun in it). You should only meet resistance from Former Humans, 
Commandos, Sergeants and Imps. There's a Revenant behind the first 
door across the bridge at Q, and Lost Souls either side (note the trigger in 
the centre opens the door). 

Enter the building and eradicate any Imps. Run over the gap at X and 
go for the Red Skull Key. Destroy the Commandos, Former Humans 
and Imps. Go back the way you came, running over X, only this time open 
the Red Door and throw Switch 1 to lower the bars at Y. 

Go get the Blue Skull Key — but note that there’s an Arch Vile and 
Former Humans behind the second door at R. And let's not forget the 
Commandos to your left and right, in cages, as you enter... Imps shoot 
through the windows in the building housing the Blue Key Card; you 
shoot bac 

With .. Blue Skull Key in hand, you are now ready to leave. Run 
over that gap at X again, only when you land, take a right. Blast the 
Sergeants and Spectres. Run over the gap Z, follow the route round, open 
the Blue Door, kill the Commandos and Spectres, then run for the exit. 
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| Level 15: Industrial Feats 
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} LEVEL 15: 
INDUSTRIAL ZONE 


PAR 3:30 








Start Position 


"You start facing South. There are two exits to this level; one leads to Level 
16, the other to the Secret Level (31). | haven't discovered a use for the 
- Red Key Card (perhaps it doesn't have one). Your first priority is the 
Yellow Key Card. You can run South, drop into the gunge and go 
straight for Teleporter X, then grab the BFG to open the door in front of 
the Yellow Key Card; grab the Yellow Key Card to raise the Switch; 
throw the Switch to raise the steps, then go up and out and run from K. 
Open the Yellow Door, get the Blue Key Card from behind the 
Secret Door, then take Teleporter X again and end up running off the 
other corner L. Go through the Yellow Door and straight ahead to lower 
the lift. Go up and run around the steps (triggers at the comers will lower — 
then raise — obstacles). Go through the Blue Door and head for the exit. 
Alternatively, run on to the platform from M (this is not easy), throw 
Switch 2, grab the Radiation Suit and make for the newly-opened hole in 
the wall, where you will find Invulnerability. The wall obscuring the tunnel 
leading to the exit to the Secret Level is now open. 
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LEVEL 16: SUBURBS 


PAR 2:30 





Start Position 


You start facing South West. Go straight, turn left and go out through the 
door to be facing East. There's an Arch Vile round the comer, to your right, 
so go straight ahead (East) and round and down through the South gap. 

Imps are guarding the Blue Skull Key, and Mancubuses and 
Revenants are also in evidence. Get the Blue Skull Key, but beware 
that this triggers the appearance of Cacodemons, Imps and Mancubuses. 
Once everything's dead, go North up the left-hand side of the map if you 
want to trigger the appearance of Cacodemons and Mancubuses+or go: 
round to the right-hand side to the steps at Q. 

Kill the Revenants, Cacodemons, Imps and Macubuses. Go up the 
steps and kill the Demons. Note that when you open the first door, there 
are Revenants waiting for you. Also, as you enter the room, the 
Mancubuses outside and to your right will shoot through the windows. 

Open the Blue Door and kill the Spectre guarding the Red Skull 
Key. Now go back outside, to the black boxes (some of which are lifts) in 
the North East corner. Activate the first lift to lower it and release Imps in 
your face. Beware: it's possible that the Arch Vile and a stray Cacodemon 
are here. Activate the second lift and go up to a farewell party thrown by 
Imps. Open the Red Door (well, column) blocking the exit and go, go, go! 
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| Level 17: Tenements 


"Level 17: Tenements 
LEVEL 17: TENEMENTS 


PAR 7:00 





Start Position 


You start facing North. As soon as you move, a trigger raises walls and 
releases Imps behind the bars above to your left and right. Head North 
and take the first left where a Sergeant and Former Human await. You 
need to cross the zig-zag path to get the Red Key Card. Unfortunately 
for you, the path is littered with triggers which open walls and allow a 
Sergeant, Cacodemon and Commando to take pot-shots at you from your 
left and right; hit the barrels if you can. 

As soon as you grab the Red Key a wall will open right in front of 
you - and Imps are waiting, ha ha. Go back the way you came or take 
Teleporter A, then go to the Red Door, open it and kill the Spectres. 
Look through the window and blast the Commandos in view. 

Throw Switch 1 to open Switch 2 and a lift. Go to Switch 2 and 
throw it to lower the lift. Kill the Spectres and the Baron (the barrels help), 
then follow the corridor round (the trigger lowers the lift). Throw Switch 3 
to open the wall to your right, where there’s an Imp. Take this lift up, then 
throw Switch 4 to open the door. Throw Switch 5 to open the wall. 

Go through the now open door at 4. Take the steps on your right | 
(East) and kill the Imps and Sergeant. A trigger will open the walls to your 
left and a Revenant will attack. Further along, another trigger will open the 
walls to your left and right and Sergeants will appear either side. 

(Continued on page 51...) 
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Level 17: Tenements 


~ Gontinued from page 49) 

Turn Left (North), fall into the pit (Radiation Suit optional) and throw 
6 to lower the platform. As it lowers, run on to it and throw 

ch 

OT ic 7 to open the door shown. Now don't dally, lest it shut again. 

< take no crap from the Spectre. Follow the steps up from 7 and note 

trigger on the corner releases Sergeants at the top; shoot the 

as o Go up the steps and throw Switch 8 to raise the bridge shown. 

a that bridge. Note that there's a trigger at the far end of this bridge 

yon releases Commandos to your left and right — and behind! There's 

» Pain Elemental in the pit ahead. 

Fall into the pit and throw Switch 9 to raise the platform — and 
ourself up and out of the pit. A similar bridge to 8 is also raised X, so go 
» it. Kill the Cacodemon and the Commando before grabbing the Blue 
: Card. Get out of here and run to the Blue Door to the West. Open 
t and blast the Sergeants, Imps and Former Humans. Oh, and watch out 
or the Commandos behind the Yellow Bars to your rear and right. 

Take the stairs on your left (and in so doing, triggering an 
4rachnotron in the pit). A trigger at the top of the stairs will open the 
Door at the bottom of the stairs. Quickly, run for the Supercharge 
_it triggers the Switch 10 to appear. Throw Switch 10 to open the 
joor shown at the top of the stairs opposite. A Commando and 
5acodemon must be killed before you can run up that other flight of stairs 
ind round the darkened corridors to the heart on a plinth. You can almost 
sverlook the pit; if you stand at the trigger shown, the platform opposite 
supporting the Yellow Skull Key) will lower; run for it, over the 
srachnotron, hopefully (otherwise you have a fight and a half on your 
ands in the gunge). 

With the Key in hand, get out and go to the Yellow Door at the base 
if the large pillar (in the centre of the map). Throw the switch inside to open 
he Yellow Bars behind (you may prefer to first shoot the Imps through the 
aps). Past the fallen bars there lie more Imps, to your left and right. There's 
iso a Revenant ahead, in a cage, up above, plus some more Imps. 

Run North, to the edge of the bridge — and back again, for a trigger 
pens the wall ahead and Cacodemons emerge, and you don't want to fall 
n the gunge just yet. If you run off the edge of the bridge, then turn 
round and activate it like a lift (it will lower to reveal a switch; run to it and 
hrow it). Now walk around the bridge, this time taking the left-hand fork 
nd following it around to the end Y. Run off it, through the gap, then turn 
ight, climb the steps and open the door. Eek, a Commando! 

Follow the steps round to your left, and watch out for the trigger 

(Continued on page 53...) 
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Level 17: Tenements 


ee 


( Continued from page 51) 


.-h allows the Arch Vile to attack (you can't avoid it). Try to keep your 
wit to the wall at all times (I think you know what I'm saying here). Throw 
back ch 11 at the top to open the wall shown. Go back down the steps 

d prepare to blast Commandos and Sergeants in the distance. Use that 
ne e again to access the other side, at Z. 
me * nad East. Throw the switch to lower the lift, then destroy the 
chnotron. Go get the Plasma Gun to open the wall to your left, and 
release an Imp. Now you need to go back and forth between these 

nings, collecting the items at the end of each corridor (for example, 
oe the Plasma Gun, go get the two Health Bonuses) to open another 
wall elsewhere (and release either and Imp or Sergeant). Eventually the exit 
will be reached (watch out for the Commandos). See you on Level 18... 


Ara 
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Level 18: The Courtyard 


LEVEL 18: 
THE COURTYARD 


PAR 2:30 


Start Position 





You start facing East. And look, the exit! A pity you don’t have a Blue Key 
| Card, really... Not yet, anyway (and not without a fight). Shoot the - 

gargoyle's face to open the door, then shoot the Former Human and all 
those Imps. 

Head North, blasting the Spectres as you go, not to mention the 
Demons coming at you from the East. Run for that Yellow Skull Key, 
mate. Go up the steps and note that at the top a trigger will open the wall 
in front of you, and a Revenant and Imps will be ready to rock. 

Run round the back of the building to the East and take out the 
Cacodemons. Go to the Yellow Door and open it, then run to the 

E. When you reappear, Cacodemons will attack. Grab the 
Blue Skull Key then throw the switch to raise the steps to the 
Teleporter; take it then leave through the Yellow Door. Run back to the 
start, perchance to pause a while to blast the Imps, Demons and 
Mancubuses in hot pursuit of your pounding buttocks. Erm, heart. Free! 
But what of the rest of the level? Look, do you want me to wipe your 
arse as well? 
: 


ee 
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Level 19: The Citadel 


_ ero ror 
pEVEL 19: THE CITADEL 


PAR 3:30 





Start Position 


You start facing North. You don't actually need all three Skull Keys to 
get out of this one, but better safe than sorry, eh? There's a Sergeant 
waiting behind the door ahead, and another one behind you, who shoots 
through the window. 
Go into the small building ahead and throw the switch on your right 
to open the door. Kill the Imps and throw the other switch to remove the 


obstacle ©. Go out, North, across the bridge, then open the next door. 


Yoiks! Lost Souls! And Imps, behind bars, above you! 

Throw the switch on the right to open the wall. Throw Switch 1 to 
raise the steps shown. Go up and open the Secret Door on your left. 
Climb the steps and turn left. Throw the switches either side of the wall, 
ooh...” or six times, until the platforms they raise are level with the ridge. 
Run {r. ne floor to the right of the steps (the one with the Box of 
Rockets on it) to the Teleporter. (Show the most personal part of your 


anatomy to the Demons below.) 
When you reappear, collect the Supercharge and open the Secret 


Door. Head North and open the Secret Door at K, using the lifts to 
reach position L. Take a running jump over the sludge to land on the steps 


outside the building in the North West comer of the map. As you enter the 
(Continued on page 59...) 
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Level 19: The Citadel 







poranccs von page oT! 
; a tigger will set off a wall moving up and down; try not to get 


ag nos galore are milling around on the ledges above, so make a run 
_ pe tape (South) then turn end idl them ail. Cimb the stepe to trigger 
Je T ppearance of more Imps, only this time you can shoot them from the 
ree of the window. Throw Switch 2 to open the walls, then go down 
O°" etreight ahead into the room full of teleporters. Take your pick... 
“a Take Teteporter E. When you reappear on the stairs, Imps and 
cpectres wil attack from al sides. Go to the top, get the Yellow Skull 
Ee, duane Ges eich art fal io’ Sie loom, Titow Satiee'S ic. open 
ire doors North and South; take the North one. Tum night, open the 

and walk into the dead-end (where the Supercharge 


secret Door 
a zs) to be teleported to F, atop a column with Imps behind bars to your 


it and night. 

When the last Imp’s dead, the lift will rise; run on to it and open the 
goon Follow the corridor to the Red Skull Key ~ and an Arachnotron. 
‘Beware the Lost Souls outside.) To get the Blue Skull Key, use a 
wieporter to arrive at C, then kill all the Demons who stand between you 
ind the Key (drop down to get it). Now take a teleporter to arrive at A 
then fall down the hole shown to appear amidst a horde of Spectres. Run 
for the exit, ‘open’ the bars and go! 


ee a 
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Level 20: Gotcha: 


LEVEL 20: GOTCHA 


PAR 2:30 








Start Position 


You start facing North, admiring a Sergeant's pert buns. Blast him. Open 
the door and kill the Imps and Commandos. As you walk North, a trigger 
will lower the huge platforms ahead... on top of which there’s a Spider 
Mastermind and a Cyberdemon. Throw Switch 1 to open the door. 

Beware of the Arch Vile and the Baron. Head North and take the 
steps to your left or right; either way, the Cacodemons will attack, and a 
Pain Elemental will join in. Take Teleporter A. Fight it out with the 

-Cacodemon and the Pain Elemental. Run off the edge of the steps at K to 
land in the darkness. A trigger will open the wall ahead and Commandos 
will show their appreciation. 

Take Teleporter D then take out the Sergeant. Step out on to the 
ledge and trigger the wall opposite to lower L. Now run over to it and 
blast the Imp (the trigger shuts the door behind you). Open the Secret 
Door at M and get the Supercharge to open the walls. Beware the 
Cacodemons and Pain Elemental. 

You may wish to grab the Plasma Gun. Run round to Teleporter F 
and take it. When you reappear, say hello to Imps, Cacodemons, Pain 
Elementals, a Revenant and Commandos. You could try running across the 
zig-zag bridge to the exit (a hole in the ground), but it’s not easy. 
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Level 21: Nirvana 


LEVEL 21: NIRVANA 


PAR 4:00 





Start Position 


You start facing North. Take Teleporter B and prepare for a battle with 
Sergeants. You have no choice now but to head for Teleporter C = as 


soon as one of those triggers is activated, the wall will come’down and 


Revenants will be after you. 
Take Teleporter C then throw only one of the four switches to raise 
the steps (throw another and the steps raise too high!). Go up the steps. At 
the top, Imps appear. Take Teleporter D. The walls will lower and Imps 
attack. The outer walls also lower to reveal Imps and a Pain Elemental. 

Get the Yellow Skull Key, take Teleporter E, throw Switch 1 to 
open the wall and go back to the start. Take Teleporter A to appear 
behind two Yellow Doors. Imps, Barons and Mancubuses are waiting 
‘outside’, and their shots have a tendency to knock you back into the 
Teleporter. Open one Yellow Door and let rip... 

Go to K where the Red Skull Key is. Run from L to the nearest 
platform and throw the switch to lower the platform supporting the Red 
Skull Key; grab the Radiation Suit and run for the Key. Now go back round 
the comer, grab the Radiation Suit if need be, then run to the platform Min 
front of the Blue Skull Key. Activate the lift then run to get the Key. Drop 
down and get the Radiation Suit then run for platform IN. Activate it, then run 
to Teleporter E. Take the Teleporter to appear in the Exit room. - 


ae eee 
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P Level 22: The Catacombs 


LEVEL 22: 
THE CATACOMBS 


PAR 2:30 





Start Position 


You start facing East. You need to get the Blue Skull Key first, then the 
Red Skull Key. On your right, at the start, Commandos are trapped 
behind thick ‘bars’ — and they won't hesitate to shoot at you through the 
gaps. Take the lift down. There's a Commando waiting for you on a platform 
in the centre of the pit, and Spectres are roaming the pit itself. There are 
also imps around the edges of the pit, and more Commandos on your right. 

Take the North West lift up and kill the Imps and Spectres. Throw 
Switch 1 to remove the walls shown. Make your way West and round to 
the East to dispose of the Imps and Commandos. Take Teleporter A and 
get the Blue Skull Key. Take the North East lift down and take out the 
Demons and Commandos. Open the Blue Door and throw Switch 2 to 
raise the pillars. Go East and turn left. Drop down into the pit and throw 
Switch 3 to raise the door to your right. Bash the Baron! 

Throw Switch 4 to open the door first, then quickly throw Switch 5 
to lower the lift, then run for the lift. Get the Red Skull Key and go back 
the way you came, to that pit. Throw Switch 6 to open the pillars. Go 
back to the pit and take the South East lift up. Beware of Commandos. 
Open the Red Door and blast the Commandos. Open the door leading 
to the exit and blast the Commandos in the dark. Now go, go on... 
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Level 23: Barrels O’Fun 


LEVEL 23: 
BARRELS O’ FUN 


PAR 3:00 





Start Position 


For all the family, no doubt. This nightmare level is filled with barrels as 
well as monsters. From the start (facing North), don't take any chances - 
turn around 180 degrees and run for it, to the other end of the room. As 
you step out of the square of light, the wall behind (which was initially in 
view) is raised to reveal a Mancubus; when he shoots at you, he will 
invariably hit a barrel and KRAKATATOOM! So you obviously don’t want to 
be there when it happens. Once the barrels have blown, you might want 
to run back up to the start and grab the Super Shotgun. Take Teleporter 
Aand prepare to stand very still for a moment... 

You are surrounded by Barons, but they all have their backs turned to 
you, and they smell terrible because they have no noses. As soon as one 
sees you, he will open fire (and probably hit a barrel). Commandos are 
lurking in the shadows along the corridor ahead. There's only one thing to 
do: walk carefully around the barrel in front of you, then run like molten 
flesh to Teleporter B at the other end of the room — but don't get into it 
just yet, not if you want to hang around until the carnage is over, dispose 
of any remaining Barons and pick up all the Chainguns left behind; 
otherwise, get your arse into Teleporter B ASAFP. 














(Continued on page 69...) 
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Level 23: Barrels O’Fun 





( continued from page 67) 
When you reappear, Pain Elementals will be waiting for you; this is 
here the Super Shotgun comes into its own. As soon as you move, a 
ie ger will cause the wall to your right to raise; look, there are some Imps 
, Barons. Bugger this: run to your right and keep running until the floor 
at E manifests itself into steps. Cack yourself as the Demons run towards 
ou, and everything else still living (well, dead and alive) joins in the fun. 
od tip here: kill or be killed. 
Somehow you survived, so head North and take the left-hand tunnel. 
Kill the Commandos shooting at you, then run down to Teleporter F. 
gradicate the Imps and run for the Yellow Skull Key. Wave good-bye to 
the Arachnotrons and the Spider Mastermind as you take Teleporter C. 
oly macaroni, there's an Arch Vile around the corner. And some 
Revenants, and Demons and Arachnotrons. Try to reach Teleporter D, 
which will be the one on your left. Blast the Commandos at the other end 
then go for the Yellow Door. Blow the barrels away (but not yourself) to 


reach the exit (a hole in the ground). 
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Level 24: The Chasm 


level 24: The Chasm 
"LEVEL 24: THE CHASM 


PAR 2:30 





Start Position 


What a joyous, amusing diversion this level provides. Ever walked a 
tightrope? There's a lot of it about here, more's the pity... Ready? You start 
facing North East. As you move forwards, there’s a Cacodemon on your 
left. Take the right-hand path and open the door. Kill those impudent Imps 
and grab the Blue Key Card. Go back the way you came then open the 
Blue Door. Prepare to walk that wall! 

Head for Teleporter X and be prepared for Lost Souls at the other 
end. Walk to Teleporter E and take it; kill the Demons waiting for you. 
Throw Switch 2 to drop the platform shown, then run for Switch 3 and 
throw that to lower the platform shown. Move back sharpish and kill more 
Demons. After that, the platforms have probably raised again, so throw the 
switches as before to reveal Switch 4 and lower the platform shown. Kill 
those newly-released Demons then grab that Red Key Card. Throw 
Switch 1 and run-for the Teleporter. Now walk the wall to the Red 
Doors, open them and exit. 
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LEVEL 25: BLOODFALLS 


PAR 2:30 


—- = = _ ~ . 
Ps. a ee | 

| 

| 

{ 





Start Position 


Ooh, it’s dark in here... You start facing East. You need the Blue Skull 
Key, and you have to get it via Teleporter C. So, run straight ahead from 
the start (East) and fall down the hole (mind the Teleporter). Die, 
Sergeants... To your right there isn't a bloodfall; it may look as though 

there is, but there isn’t; it's an illusion, and behind it there are Former 
Humans and Sergeants (and they can see you). Oh, and don't forget the 
deadly gunge beneath your feet (how could you’). Straight ahead is 
where you want to go, where there's a Revenant standing on top of a 
blood fountain (Texas Homebase, £99.99), and all around you, on the 
walkway above, there are Imps, Sergeants and Commandos. 

All dead? Run for the lift on the other side of the fountain. Call it, but 
don't use it; run over it and play with the Imps, Sergeants and 
Commandos in the room ahead (East). Run for Teleporter C and take it 
to appear behind the Blue Skull Key and some Lost Souls. 

With the Key in hand, take out the Pain Elemental and Sergeants 
before mounting the stairs. Don't use your tongue on the Spectres; try 
shotgun pellets instead. A trigger will open the door for you. Go back to 
the start, pausing only to trade shots with any Sergeants you meet. 

Head East, as you did at the beginning, and blast any mother-lovers 

(Tum to page 75...) 
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Level 25: Bloodfalls 
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Level 25: Bloodfalls 


continued from page 73) 
4lond the way. Call that lift again, but this time take it. Run round to the 
glue and open it. Quick! Shoot the Imps, Sergeants and 
mmandos! Take the next lift and wipe out the Baron and Sergeants 

ng the next lift down (did you remember the BFG from behind 
a secret door’). Kill the Pain Elementals (one of them should have his 
ack turned to you, the Silly) then take the lift up. Destroy the Imps and 
n Arch Vile then throw Switch 1 to lower the wall surrounding the exit 


pefore taki 


la teleporter). 
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Level 26: The Abandoned Mines 


LEVEL 26: 
THE ABANDONED 
MINES 


PAR 5:00 








Start Position 


You start facing North. Throw the switch to lower the platform you happen to 
be standing on. Kill the Commando waiting. Go to the crossroads, but 
beware of Commandos to your right, a Mancubus to your left and the 
Cacodemon straight ahead. Go straight ahead (North) and watch out for the 
Imps to your right. Turn left (West) then go to Switch 1 at the end of the 
corridor and throw it to open the wall shown. Go get the Red Key Card. 

Go back to the crossroads and turn right (West); head down the 
corridor. Open the Red Door. A trigger on the floor ahead will remove the 
floor beneath your feet, so run for the other side and up the steps... and in 
so doing, trigger the removal of the lights and the opening of the wall, in 
front of you, where a Baron awaits. 

Get the Blue Key Card = this opens the walls to the left and right 
(ahead) and Cacodemons appear. Go straight ahead (East) then follow 
the twisty, turny path round to the Blue Door; open it. Kill the Mancubus, 
Cacodemons and Lost Souls, and the Baron in the distance if you can. 
Now get the Yellow Key Card. Say hello to the Cacodemons outside. 
Head back to the crossroads, then turn right (North) and go for the 
Yellow Door; open it and take the exit. 
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Level 27: Monster Condo 


LEVEL 27: 
MONSTER CONDO 


PAR 5:30 





Start Position 


You start facing North, and you need the Yellow Skull Key first. Turn 
right (East) and go for the one-way door; open it then pick up the Rocket 
in the corner to trigger the walls to fall. Former Humans, Sergeants, 
Commandos, Imps, Spectres and Demons are waiting for you, so don't 
disappoint them. Stay away from the light, Carol-Ann, for it triggers 
unpleasantries. . 

Throw Switch 2 (the one to your left) to raise the wall — and unveil 
an Arch Vile, Commando and Barons. Go for the Yellow Skull Key and 
the wall to your right will open to reveal more Barons. Get out of here then 
turn right (North). 

The light shown is a trigger to raise the walls (and let the Imps free). 
Go through the door Q and throw the switch at K to lower the floor — and 
put you in the thick of Demons. Turn right (North) and open the Yellow 
Door; look, there's a Baron behind you, so be quick. As you enter, turn 
right and go up the steps; follow the path round and get the Blue , 
Skull Key. Now turn and shoot the demon's face to open the wall and 
release a Revenant. ; 

Throw the switch at M to open the door out, then run round the path 

(Turn to page 81...) 
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Level 27: Monster Condo 


[ Continued from page 79) 
avoid the teleporter) and go out. Throw the switch o 
ight; go up and bl 

steps to your right; go up ast the Demons. Open the Secret 

and prepare yourself for a scrap with the Bice eat a 
Open the Blue Door and throw the switch to lower the latf 

behind you 5. Kill the Barons guarding the Red Skull Key then a 

Go through the door at R, pausing briefly to admire the hangin oo 

before killing the Pain Elementals. Throw Switch 6 to lower the 3 

pring you in line with a Baron and some Lost Souls. There's an achive 

to take out before you make for the exit (unless you want to run for it) ” 


utside to raise the 
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Level 28: The Spirit World 


LEVEL 28: 
THE SPIRIT WORLD 


PAR 7:00 






Start Position 


You start facing North West. Go left (West) and blast the Demons, Pain 
Elementals and Imps. Head to the South East (watch out for Imps and 
Arachnotrons) and fall into the area shown at K. Pain Elementals are to 
your left; Arachnotrons are ahead and to the right, and the Spider 
Mastermind is on patrol. Run for the stairs to your right M. 

In the room, stand on the red ‘chair’ to lower the platform. Wait until it 
rises then walk towards it and go up on it. The switch on your right 1 will 
raise the wall hiding the Yellow Skull Key; go get it. (The other switch 
raises the wall and releases an Arch Vile and Barons.) 

With the Yellow Skull Key in hand, go up the steps and note that 
the wall to your left, in the corner, is an illusion (and there's an 
Arachnotron behind it). Turn right and head North - and watch out for the 
pretend wall on your right, where Commandos and Former Humans are 
lurking. Head North and open the door at N. Now head back to the start 
(look out for Imps and Arachnotrons); a platform bordered by skulls 
should be raised to provide passage, and around and above it are 
Revenants and Spectres. 

Go and open the Yellow Door and grab the Red Skull Key; this 

(Continued on page 85...) 
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Level 28: The Spirit Worid 


Continued from page 83) 
raises the wall in front of you and releases a Revenant. Go to P. Sh 
bol on the wall to open the door. Oh ; . Shoot the 

ae in there... , and there's an Arch Vile on the 

If, for a laugh, you fancy going right (North East) from the start 
throw the switch to open the wall. Enter the room and back into th ‘ 
Chaingun, this triggers the lights out and lowers the walls to he si 
Cacodemon, Commando and Sergeant (the barrel's useful here) Th ; ft 
hand switch turns the lights on; the right-hand one turns them off e left- 
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Level 29: The Living End 


LEVEL 29: 
THE LIVING END 


PAR 5:00 





Start Position 


You start facing North. Get the Chaingun and activate the lift down... 
where a Sergeant, Imp and Commandos are out for blood. Throw the 
switch on your right fo raise the platform. Around the corner (West) there 
are Imps and Commandos. Activate the trigger to reveal a switch; throw it 
to lower the wall behind and release Cacodemons and a Pain Elemental. 

Turn right (North East) and follow the path, blasting the Imps and the 
Commando above you and to your right. Also watch out for Imps in the 
distance. Take the teleporter. Climb the steps; there’s a Baron on your 
right, Imps ahead and a Revenant at the top for good measure. 

Walk to the trigger (in front of the obstacle at Q to open the wall so 
you can get to the switch. Kill the Barons then throw the switch to lower 
the obstacle. Go back out and make sure the Baron's dead before running 
on to his platform and throwing Switch 1 to raise the pathways shown. 
Beware of Cacodemons! 

Take the centre of three paths and enter... Fall and grab the Radiation 
Suit, then run to and throw Switch 2. More Cacodemons will appear and 
the platform shown will rise. Activate this platform like a lift to lower it; go 
up and blast the Cacodemons and Pain Elemental to the North. Move into 

(Continued on page 839...) 
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Level 29: The Living End 


(‘ Continued from page 87) 


the next room; fall, then throw the switch to raise th 
Throw the other switch in this room to raise anothe 
Cacodemons and Mancubus ahead... Throw the s 
door at R. Go back out, turn right and enter the r 
North West path. Hello, Imps... 

Throw the switch at M to raise the lift (it's behind youl). Take the lift 
up and remove the Arch Vile and Imps. Throw the switch at N to raise the ; 
platform leading to another switch at P. Go back then (South), round, | 
down the steps and take the first left. Cross the platform and throw the 
switch to remove the blockage B. Go back out and left and take the 
North West path. 

Open the door and blast the Barons. Open the Secret Door (it has F 
scratches on it) and take Teleport D. Hello Imps and Revenants... Go up 
the steps and blast the Sergeants. Run on to the strip on your left and 
blast the Sergeants and the Pain Elemental. At the end, throw the switch. 

Go back and use the lift to get on to the main platform. 

Run on to the centre strip, blast the Sergeants and the Revenant. At 
the end, throw the switch then go back, via the lift, to the main platform. 
Run on to the right-hand strip — but don't go too far! Blast the Mancubus 
to your right, then run on to his platform at H. Go to the switch and throw 
it, then run back to G. Run on to and along the right-hand strip and blast 
the Barons at the end. Run over the gap and take Teleporter E. 

Climb the steps, round and round, until you reach the top where 
there are Revenants above (behind bars, not that they make any 


difference) and a Cyberdemon to your right, in a pit, on a platform which 
raises. Run for the exit, eh? 


@ platform (also a lift), 

r platform. Beware the 
witch (North) to raise the 
oom at the end of the 
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Level 30: Icon Of Sin 


LEVEL 30: ICON OF SIN 


PAR 3:00 





Fair is not a word that springs to mind here. Owners of machines slower 
than a DX-66 should note: there's so much activity on this level that the 
action can slow down to a near unplayable state. 

The horrendous visage of the biggest demon ever seen shoots cubes 
(don't let them hit you) at irregular intervals. Each cube explodes on 
impact to create a monster. The only way to kill it is to pump rockets into 
his exposed brain (three direct hits should do the trick). This is not easy. 
The demon faces on the walls act as switches to lower the large 
platform ‘steps’. 

Get to the top, and throw Switch 1 to activate the column in the 
centre of the level. Having done that, blast away at absolutely everything 
the demon brain throws at you until it stops pumping out baddies. Then 
drop down, killing all remaining baddies on the way. Once all is quiet, drop 
into the swamp and hit the column to lower it, jump on and shoot the brain 
with the rocket launcher as you go up past it. Drop down and repeat this 
process until you've scored enough hits to kill the big boy. All the best... 





DOOM Il: The Ultimate Survival Guide 91 






Level 31: Wolfenstein 











92 DOOMII: The Ultimate Survival Guide 





LEVEL 31: 
WOLFENSTEIN 


(REACHED FROM SEC 
ENTRANCE ON LEVEL 15) 


PAR 2:00 


SESS ee 





Start Position 


Full steam ahead! Blast the guards and make your way round to the exit. 
What more can we say? 
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LEVEL 32: GROSSE 


PAR 0:30 








Start Position 


| 

| 
The BFG's useful, so get it and all those luwerly Energy Cells behind the 
Secret Door. Kill all the guards before moving towards the door at the | 
top. Crossing the trigger opens the door — and out comes an angry 
Cyberdemon. Run. You can lure him out then run back up and into the 
room at the top. Or you can spend time blowing him away. Whatever: 
when you get to the room at the top, shoot the four hanging Commander 
Keens to raise the barrier surrounding the exit switch. Run on to the cross 
shape and throw the switch to win (well, continue from Level 16). | 





DOOM II: The Ultimate Survival Guide 95 


Cheats 





PREPARE TO 
CHEAT THY DOOM 


Those who enter here have abandoned all hope and 
decided to cheat. Look, take it easy with the cheat modes 
— they can make life a little too easy, and incredibly tedious 
with it. The most ‘destructive’ cheat has to be IDDQD, 
followed by IDCLIP, IDKFA and IDFA. You were warned. 


The Doom II SETUP program has the WARP and No 
Monsters cheats built in (well, it does on the CD version). 
You could play through the maps without the monsters 
active, just to get a feel for them. 


Type IDBEHOLD (message: INVULN, STR, INVISO, 
RAD, ALLMAP, or LITE-MAP) then press any one of the 
following keys to activate the respective power-up: V for 
Invulnerability, S for Berserk, I for Invisibility, R for a 
Radiation Suit, A for the whole map and L to illuminate 
your view. To show that the power-up has been activated, 
the message POWER-UP TOGGLED is shown. The next 
time the power-up is selected, it’s turned off. 


Type IDKFA (Killer F***ing Ammo, in case you were 
wondering) to gain all weapons, with maximum ammunition 
for each, plus all three keys. The confirmation is: VERY 
HAPPY AMMO ADDED. Alternatively, type IDIFA for an 
ammunition top-up — but no keys. The message: AMMO 


(NO KEYS) ADDED. 


Type IDDQD to become invincible. The message? 
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—_———_—+_—_—______ Cheats 


DEGREELESSNESS MODE ON (co; OFF) 


Yes, you too can walk through walls... Type IDCLIP ¢ 
toggle the ghostly effect on or off. The confirmation fie 
CLIPPING MODE ON (or OFF) is shown Bear i 
mind that you will experience unusual effects in the " 
unmapped areas. ; 


Type IDCLEV followed by a number between 00 and 32 
to jump to the appropriate level. For example, IDCLEVO7 
Note there's no confirmation message, just that flashing ) 
diskette (or compact disc) in the bottom right-hand corner 
of the screen. 


Type IDCHOPPERS to have a Chainsaw instead of fists. 
And the message is: .. DOESN’T SUCK — GM. 


Access the map and type IDDT to reveal the whole map as 
if it's been explored. Type IDDT a second time to reveal the 
position of all monsters and items (all represented — 
unhelpfully — by green’ triangles, but at least any moving 
monsters are obvious enough to let you know there’s 
something around the corner). Type IDDT a third time to 
return the map to its original state. 


Type IDMYPOS to see your current position (represented 
by strings of hexidecimal). What a waste of time. 


When running Doom Il, type DOOM2 - DEVPARM 
instead to activate Development Mode (note the text during 
initialisation). Press F1 to save what's on screen as a PCX 


file in the current directory. 
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